
The future provides an incredible amount of possibilities to improve on the current world of interactive venues. The two I will be focusing on are RPGs and Retailtainment, but that is not to say that they are the only places that could be improved, nor are these the only way to improve them. The great thing about the future that I could see walking through the labs is that when there is an application and an imagination there are no limits.
In the current state of RPGs today when we, as gamers or producers, talk about immersion the vast majority of the time it is the concept of story. A great story brings people into the game and allows them to become immersed in the ambiance of the new world. In the future however immersion will be much different. Immersion will no longer be only connected to making people pretend they are in the game but actually bring them into the game with more than just the sense of sight. The smell of gunpowder with a shot rings off, or the sounds in 5.1 surround sound screaming past your head. If you get shot, a vest might trigger and send a vibration through into your body so you can know you have been hit in the shoulder, or the chest.

This combined with the Mixed Reality we got to see at the MCL where a virtual world can be displayed over real objects covered in blue-screen and croma-keyed away you can have people actually pick up real ammo and move through real environments in order to get around. Being immersed can, at that point, become closer to the definition: “Deeply occupied; engrossed; entangled.”


The applications for this future technology in the RPG world can also aid in providing a true human to human social interaction within a gaming world. Large buildings created for team based games could be created where people actually show up, in real life, and are able to play against each other in true first person shooter style capture the flag battles. The buildings could be covered in blue paint so the computers would be able to blue-screen over new scenarios and maps at random just like in video games today, however in the future these would be real places with real smells and real 3D sounds.
Most retailtainment venues are a show / dinner theatre or an interesting environment. Such examples can include Medieval Times Rainforest Café. A vision for the future of retailtainment would include a way for people to affect the environment / show. At Medieval Times you could to more than sit and cheer for your particular color knight, but create holographic obstacles, vote on environmental effects or even suit up in a virtual world and join the battle from your seat. Robotic audience controlled jousters and sword fighters ready to battle it out for the audience’s enjoyment.

Create lifelike animatronics rainforest café’s for people to explore before and after dinner, with a gift-shop at the end of course, rather than just the walls coming alive at X and Y past the hour. Robotic elephants that act as waiters, or monkey bus boys, roam through the restaurant adding efficiency and removing the need to tip. All of these things together would make for a much more entertaining retail venue. People are smart and become bored with scripted events, the key is to create a random element something that isn’t expected. It gets boring when you can set your watch based on the environmental changes to a place like Rainforest Café.

